

&\Kz\V\\\/AK)iM\lJXXWWXXll?\K=\r\\\/AK)iM\ll*XWVHXXL 


K|d UJizARp EncountE*§ 

The Ancient Bridge 

For a person afraid of heights, one of the more daunting things to face is the prospect of 
being suspended above a large height by something that may or may not be able to support you. 

Add to this the idea of something actively trying to send you falling into thin air and you have what 
an acrophobic might consider to be their worst nightmare. Tell your PC's to hang on to something 
for this encounter, lest they plummet to their deaths. 

This encounter is designed as a challenging encounter for a party of level 3-5 characters. 

Background 

In the deep reaches of the forest, the plants can grow a sentience and malevolence unseen 
by most. These intelligent florae have developed a disdain for all things that disrupt the natural 
serenity of their environment, violently lashing out at anything that passes by. Some become so 
aggressive that they seek out natural points of weakness for their targets, places where their abilities 
are at their most dangerous. 

Encounter 

As the PC's pass through the rocky passage into the ravine, read or paraphrase the following: 

"The air around you grows dense and heavy, like a nearly tangible humidity that all but drags 
the sweat from your pores. As you enter the large crack in the earth, you see an old rope bridge 
swaying gently in the breeze. Though it seems intact, there appears to have been no maintenance 
performed on this bridge for a very long time. Vegetation has long set about reclaiming it, with vines 
wrapped around the ropes and all manner of moss and lichen spread across the boards. 

You also notice that though a steady breeze flows through this canyon, you don't hear the 
sound of any life in this area, with only faint whispers of bird calls being carried on the wind. There 
are small spores that hang in the air, in strict defiance of the airflow that should carry them away. As 
you look down into the ravine, you guess that the drop is at least 100 ft., with a rushing river at the 
bottom, flanked by a dense canopy of trees, providing about the only sound you can hear." 

The idea for this encounter is simply for the PC's to get across the bridge safely and continue 
on their way, though this will not be as easy as it sounds. 

The first thing that they will need to be mindful of is the condition of the bridge. If more than 
500 lbs. in total is on the bridge at any given time, the structural integrity of the bridge begins to fail. 
As more weight is added to the bridge, they can here the boards creaking and groaning under the 
strain and the upright posts at either end begin to bend inwards as they start to give way. If there is 
more than 500 lbs. on the bridge for more than one round, roll a d20 to see if the bridge starts to 
crack and collapse, starting at a DC 12, adding +1 to the DC for every 50 lbs. over 500. If the total is 
over 500 lbs. and more weight is added to the bridge before any leaves on the other side, make the 
roll again, taking into account the new amount of weight. If there is a total of more than 1,000 lbs., 
the bridge groans and complains loudly for the first round, then automatically snaps on the following 
round. If the bridge breaks, all creatures on the bridge must make a DC 15 Dexterity saving throw or 
be thrown from the bridge. The fall is 120 ft. to the bottom, though it is littered with dense tree 
foliage and a deep river, meaning that the landing is not as deadly as it might otherwise have been. If 
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creatures fall from the bridge, they take 12d6 bludgeoning damage, but they also gain resistance on 
this damage. 

The second thing that the PC's will have to contend with is the slippery surface of the bridge 
itself. The moss covering the planks makes this potentially difficult terrain. If the PC's move more 
than 15 ft. on the bridge in a single round, they must succeed on a DC 15 Dexterity saving throw or 
fall prone. If the bridge snaps and a creature is prone when it does so, that creature makes their 
Dexterity saving throw with disadvantage. 

The last thing that the PC's will encounter here are the groups of assassin vines (ToA, pg. 

213) that have gathered on either end of the bridge and are using it to accost any intruders that dare 
to cross the bridge. They begin to attack once the first creature has moved at least 15 ft. onto the 
bridge. There are two of these at either end, attacking relentlessly. Because they attack from below 
the bridge, you could consider granting them % cover but reducing the attack range by 5 ft. to 
provide a little extra challenge. Once they have cleared the bridge, the assassin vines do not chase 
them further, choosing to simply wait for their next victim to approach. 

Bestiary 

Assassin Vine 

Large plant, unaligned 
Armor Class 13 (natural armor) 

Hit Points 85(10dl0 + 30) 

Speed 5 ft., climb 5 ft. 

STR DEX CON INT WIS CHA 

18 (+4) 10 (+0) 16 (+3) 1 (-5) 10 (+0) 1 (-5) 

Damage Resistances cold, fire 
Condition Immunities blinded, deafened, exhaustion, 
prone 

Senses blindsight 30 ft., passive Perception 10 
Languages — 

Challenge 3 (700 XP) 

False Appearance. While the assassin vine remains 
motionless, it is indistinguishable from a normal plant. 

Actions 

Constrict. Melee Weapon Attack: +6 to hit, reach 20 ft., one creature. Hit: The target takes 11 (2d6 + 
4) bludgeoning damage, and it is grappled (escape DC 14). Until this grapple ends, the target is 
restrained, and it takes 21 (6d6) poison damage at the start of each of its turns. The vine can 
constrict only one target at a time. 

Entangling Vines. The assassin vine can animate normal vines and roots on the ground in a 15-foot 
square within 30 feet of it. These plants turn the ground in that area into difficult terrain. A creature 
in that area when the effect begins must succeed on a DC 13 Strength saving throw or be restrained 
by entangling vines and roots. A creature restrained by the plants can use its action to make a DC 13 
Strength (Athletics) check, freeing itself on a successful check. The effect ends after 1 minute or 
when the assassin vine dies or uses Entangling Vines again. 
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